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°^' c ' a * Atar ‘ Jaguar merchandise — 
featuring hats, T-shirts, tote bags and much more! 
^ For your free catalog, call 414-241-3313. 


Stuck? Frustrated? Need a Hint? 

U.S.A. Customer Help Hint Line 

1-900-737-ATARI (1-900-737-2827) 

95( per minute. If you ore under 18, be sure to get o parent’s permission before colling. 

A touch-tone telephone is requited. 

U.K. Jaguar Software Helpline 

0839-994460 

Joguor Software Helpline, Cuckoo Wharf Units 1-4 Lichfield Rd., Aston, Birmingham. B6 7SS 
Please obtain permission to coll from the person who pays the bill. 

Calls cost 39p per minute cheap rote, 49p per minute ot all other times (maximum charge £3.20). 
Prices and gomes featured on this service correct at time of going to press. 

We reserve the right to change the gomes featured on the helpline without pnor notice. 

If you wish to join the Official Joguor Gub, please send your name ond oddress detoils to: 

Joguor Club, Atari House, Slough. SL2 5B7 


ATARI Info Consommateur 

36.68.00.16 (2,19 f la minute) 


Read before using your Atari video entertainment system. 

A very small percentage of individuals may experience epileptic seizures when exposed to certain light 
patterns. Exposure to these patterns or backgrounds on a television screen or while playing video 
games may induce an epileptic seizure in these individuals. Certain conditions may induce previously 
undetected epileptic symptoms even in persons who have no history of epilepsy If you. or anyone in 
your family, has an epileptic condition, consult your physician prior to playing. If you experience any 
of the following symptoms while playing a video game — dizziness, altered vision, eye or muscle 
twitches, loss of awareness, disorientation, any involuntary movement, or convulsions — IMMEDIATELY 
discontinue use and consult your physician before resuming play. 

WARNING to owners of projection televisions: 

Still pictures or images may cause permanent picture-tube damage or mark the phosphor of the CRT. 
Avoid repeated or extended use of video games on large-screen projection televisions. 

This product has been rated by the Entertainment Software Rating Board. 

For information about the ESRB rating, or to register a complaint about the appropriateness of the 
rating, please contact the ESRB at 1-800 771-3772. 
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Handling this Cartridge 

The Atari Jaguar Interactive Multimedia Cartridge is intended for 
use exclusively with the Atari Jaguar System. 

• Do not bend it, crush it or submerge it in liquids. 

• Do not leave it in direct sunlight or near a radiator or other 
source of heat. 

• Be sure to take an occasional recess during extended play to 
rest yourself. 

• If for any reason your cartridge does not load, or you see only a 
red screen, remove, clean, and reinsert the cartridge. If the problem 
persists, refer to the warranty information included with your 
Jaguar cartridge. 

Atari Corporation is unable to guarantee the accuracy of printed material after the date of publication 
and disclaims liability for changes, errors or omissions. Reproduction of this document or any portion 
of its contents is not allowed without the specific written consent of Atari Corporation. 
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THE LEGEND* ©IF PBTEAILL 

Many years ago there was a daring adventurer who traveled 
the world in search of ancient legends and lost treasures. 

His journeys took him across the seven seas and to the 
ends of the earth. He ventured into vast uncharted regions 
filled with unthinkable dangers. Word of his exploits filtered 
back to civilization and he became larger than life—a legend. 
This great explorer was Pitfall Harry. 

After many successful quests, Harry settled down to raise 
his son, Harry Junior. As a hip 18 year old, Harry Jr. devel¬ 
oped a deep sense of adventure—and a bit of an attitude. 
He inherited his father’s love of the unknown and soon 
experienced many exciting quests of his own. 

Hearing of his son’s thrilling escapades, Pitfall Harry realized 
how much he longed for the life he once knew. So together 
the daring duo set off for the jungles of Central America in 
search of the lost treasures of the Mayans. 

But something went terribly wrong... 
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D*\y 3—Tke Mayan Advenfure 


/A-Pfev days o-P fraveling fkrougk fke juggle, 
Harry Jr. and | kave -finally reacked fke 
kearf o-P fke ancienf Mayan Empire. If ; s 
been a long journey, buf fke 
real danger lies akead, 

■Por we are close fo dis¬ 
covering fke losf Kea- 
sure o-P Uaxacfun. 






According fo legend, fke Weasure is 



guarded by fke spirif o-P an ancienf 
Mayan warrior—Zakelua: Lord o-P Evil. 
Tkousands o£ years ago, Zakelua af- 

fempfed fo conquer fke Mayan 
lands so ke could rule fke 

Cf Empire. He was -Pinally de-Peaf- 
ed a-Pfer many baffles, and 
ke vanisked, never fo be seen 
again. 

My researck on Mayan cul- 
fure and legend is recorded 
in fke -following pages. 1-P some- 
fking skould kappen fo me, if is 
my kope fkaf Harry Jr. fake my personal 
log and use if as a guide fo confinue our 
quesf. I only kope fkaf if will be enougk 
kelp—i-P ever if musf be used. 
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WELCOME TO THE JUNGLE 

Pitfall Harry has been taken captive by the dreaded warrior 
spirit Zakelua: Lord of Evil. Young Harry Jr. must now venture 
into the unknown, armed with only his trusty sling and his 
father’s journal, to rescue his father before it’s too late! 

PREPARING FOR 

YOUR M AYAM ADVENTURE 

1. Insert your Pitfall: The Mayan Adventure cartridge into 
the cartridge slot of your 
Jaguar 64-Bit Interactive 
Multimedia System. 

2. Press the Power button. 

3. Press the B button to advance 
to the Main menu. 

The Options Menu 

To change the game settings before playing, use the Joypad 
to move the boomerang on the Title screen to Options, and 

then press the B button. The Op¬ 
tions menu will appear on the 
screen. Press left or right on the 
Joypad to move through the op¬ 
tions. Press the Joypad up or 
down (or press A. B or C) to toggle 
through each option’s setting. 
Press the B button to exit the 
Options screen at any time. 

Difficulty 

Choose from two difficulty settings: Normal or Hard. 5 








Controls 

Customize your Joypad. The screen will show a list of 
moves, followed by the button each move is currently as¬ 
signed to. Press up or down on the Joypad to toggle 
through the different settings, and press the B button to 
make your selection. See Getting Around the Mayan World 
for the default settings. 


Adventure Info 

To view a summary of helpful items you may find during 
your journey, use the Joypad to 
move the boomerang to Info on 
the Title screen and then press 
the B button. Press the B button 
again to go through the Info 
screens. For more details about 
the items you can collect, refer to 
the Mayan Weapons and Mayan 
Artifacts sections of this manual. 


—-f * 
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Saving or Loading a Game 

You can save Harry Jr.’s progress at the end of each level. 
When you complete a level you will be asked if you want to 
save the game. Select yes or no and continue with your journey. 
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If you have a game saved when you start playing Pitfall: The 
Mayan Adventure, you will be asked if you would like to load 
the saved game. If you select yes, the saved game will be 
loaded, and you will start your game at the last level Harry 
Jr. completed. 

CiETTOINICi AROUINII& THE 


The following are the default settings. See Controls in the 
Options menu to change these settings. 


Joypad Left 
or Right 

Run/Turn/Crawl/ 
Push/Look/ 
Aim Weapon 

Joypad Up 
or Down 

Climb/Crouch/ 
Pull/Loo k/Aim 


Pause Button 

Pressing the Pause button will pause the 
game. While paused, you can adjust the 
— sound effects volume by pressing the B 
button, and the music volume by press¬ 
ing the A button. Press Pause again to 
resume play. 


Weapon 



Whip Sling 
A button default 

Shoot 

(Use selected weapon) 
B button default 

Jump 

C button default 


Option Button I 

Press the Option button to toggle your weapon. 
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Memory Save 

Your current level, joypad configurations, and sound settings 
are retained in the cartridge even if you have turned off your 
Jaguar 64-Bit Interactive Multimedia System. The cartridge 
will store up to 100,000 changes. After 100,000 changes 
have been recorded, no more changes will be retained. To 
clear currently saved changes press *, # and Option while 
on the Pitfall: The Mayan Adventure Title screen. You must 
clear the changes before you reach the Menu screen. 

Note: If you have a ProController, you can use the X, Y and 
Z buttons to select your active weapon. 

Adventure Status 

To see how Harry Jr. is doing on his quest to find his father, 
just check the top or bottom of your screen. 



Score — 

Indicates the 
number of 
points Harry 
Jr. has 
earned. 


Health Bar — As Harry Jr. takes damage, the croc¬ 
odile moves closer and closer. A word of advice— 
don’t let him get too friendly! 


Harry Jr.— 

Indicates 
the number 
of lives 
Harry Jr. has 
left. 


Treasure Count —Calculates the Gold 
value of the treasure pieces Harry Jr. 
has collected. Collect 50 Gold points 
to earn a Continue. 


Weapon — Shows Harry 
Jr.’s current weapon and 
its available number of 


uses. 
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MAYA INI WEAPONS 



Harry Jr. begins his quest armed with 

only his trusty sling and a few 
sling stones. Use these 
stones to shoot enemies or 
anything that may help you ad¬ 
vance through a world. 


The sling can also be 
used as a whip to 
swat enemies at 
close range, but 
the odds are already 
against you—so pick 
up as many sling stones 
as you can find. You’ll 
need them! 









Switching Weapons 

During the course of your adventure, you may discover 
ancient Mayan weapons that will help Harry Jr. defeat 
enemies and overcome obstacles. To toggle through the 
available weapons, press the Option button. Press the 
Shoot (B) button to use the weapon that is currently displayed. 
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Super Shot 




lur- 


Every now and then you may 
feel like hurling a sling stone 
* with all your might. Good 
news—you can! Just hold 
down the Shoot (B) but¬ 
ton and Harry Jr. will wind 
up his sling to fire off a Su¬ 
per Shot. This will do more 
damage than a standard shot, 
but waiting for the windup can 
cost you valuable time! 




D<*y S'—We<*pov\s 
£UN<3 STONES— 1 Sfo^es fh*if serve 

<?\S *nw\w\iAV\ifiov\ -Pov slings. Cow\w\ov\- , 
ly -Poiav\<A fUvoi\gl\oiAf M<?\y^vv f 

) 0 \*\AS iv\ S*\cVs. 



K/\YAN 3ookER/\N6 — 1 <* 
power-Pul blow fo <n*\y e^emy. ^ 
Husf ve^e^bev fo recover fUis 
W€^pOV\ tfi-pf^v if 's fUvowvv. 

EXPLODING ^TONE Of 



PAC/\L—TUis sfov\e 

Ia <*S *\*Q\C 0 & pvopevfies. 

fo ^esWoy <n)i^osf ^11 
enevni es iv\ sigUf. 


P.H. 
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Harry Jr. will have to deal with one deadly situation after an¬ 
other in the quest to save his father. Only quick thinking and 

resourcefulness will get him out of trouble. Here are a few 

special maneuvers that may provide a little help: 

Swinging on vines 

• Press the C button to jump and grab 
the knot on the base of a vine. 

^ • Press the Jump 
(C) button again 
to release from the vine. 

Crawling 

• Press and hold the 
\ Joy pad down. 

r> ' • Press the Jump (C) button to engage 

in a crawl. 

• Press the Joypad left or right to make Harry Jr. crawl in 
either direction. 

• Press the Joypad up or press the Jump (C) button to stand. 

Climbing ropes 

• Jump onto a rope. 

• Press up or down on the 
Joypad to climb or descend the rope. 

• To jump off the rope, press and 
hold the Joypad in the direction \ ^ 
you wish to jump, then press the 
Jump (C) button. 








Crossing pegs 
i and cords 

/ * Jump towards 

Vjr/ the horizontal 

/ peg or cord to 

/f hook onto it. 

• Press left or right on the 
Jry Joypad to move Harry Jr. 
y left or right. 

• Press the Jump (C) button again 
to release from the peg 
or cord. 



Riding ziplines 

• Jump to grab the zipline. 

• Press the Jump (C) button again or ride the 
zipline to its end to release from it. 


Springing off items 

• Jump onto a web (or other item) 
and bounce into the air. 


Pulling levers 

• Use the Joypad to move Harry Jr. to the left or right of the 
lever, so he is facing it. 

• Press the Joypad up to pull the lever down. 


Entering doors 

• Move Harry Jr. in front of a door and press 
up on the Joypad to pass through the doorway. 
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Bungee-jumping w j 4p 

• Jump onto a bungee. 

• Press the Jump (C) button again to re /u 
lease from the bungee and fly into the air Lr ^ 
(the closer to the top of the bungee 

plant you are when you release, the higher you 
will go). 

• Use the Joypad to control Harry while he is 
in the air. 


Riding the skate car 

• Jump onto the car and press left or right on the 
Joypad to start moving. 

• Press the Joypad in the opposite direction to 
the direction you are moving 

to use the brake. 


Riding the runaway mine car = ^ m v y ' 
(only in the Balankanche Mine). 

• Press up on the Joypad while holding 
down the A, B, or C button to make the 

_skate car go up a track. 

' • Press down on the Joypad 

while holding down the A, B, 
or C button to make the skate 
car go down a track. 

• You have no brakes! 
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MAYAN ARTIFACTS 



D^y 7—/\vH-P^cfs 
TUeve we several wHP^icfs f U*\f Hwvy 
Jv. wuA I Uope fo -Piv\^A <Aia/iv\j ouv jouv'viey. 
Mwvy M^yws believed fUese w\cie*\f 
l^ols w\*A velics were cve^nfeM sent* 
fo ewfU by —H\e M<*y**v\ GoA 

<*P k^owle^ge. —.-. 


TlttE kEEPER—Accov^mg fo 
legend, Hus pou/ev£tO wH-P«*cf 
fevnpovwily ee 7 .es Hv^ve 
<*-Pfev be’mg foucUe^. 




K/\Y/\N CHIU PEPPER-^^U fo 
evuAow H\e beUol^Aev wifU 

siApev-UiA*\w\ sWengfU, c<*us*mg 


fev^por^vy lv\cve<^$€ IH vuv\v\iv\g <*v\^ 
jumping abilities. 




SACRED HEART—A spivifual 
% beaHvvg Uewf fUat vesfoves 

a povHov\ o-P lost UealfU to 
its -Piv^ev. 




14 



Location idol —KJseA by K*y*v* 

W^velevs fo ^^nvW fUeiv loc^vHo^v. 

HoUs vn<*gic<*l propev-fies H\*if 
poinf W<*velev In gev\ev^l <Aivecfiov\ 

o-P AesWeA p^fU. A^gvws Wcwe^e* 

fo ref uvv\ fo v*wnrWe<A poiv\f *n-Pfev 
W^velev is uv\^ble fo covifiv\iAe 
journey. 


60LDEN IDoL —Rare 
M<*y^v\ wft-P<ncf u/if U 
fUe power fo besfow ifs 
■Pinker wifb <* second 
cU<*nce <nf cowvplefing 
f Ueir journey. 


TREASURE PIECES—If is repor^eA fU^vf 
pieces o-P M*>\y<*v\ Pressure— 
goU coins, silver 

gol<A b<*rs, ^ ^ ( 

<A'u>u*\on^ S N' 

vings—five ■ \ I / 

5 S 5 «* ~£v> -v; 

fke Empire. // \\ 



MAYA IN FOES 


D^\y *7 —foes 
I coia \A -Piv\<A vevy UFFle ih-Povw^vFtOh <*boi\F 
M<*y*w\ -Poes. Witnesses Fo evil doings iv\ FUe 
H**y^n ve^nlvn U<nve Fev\<Aev\cy Fo ^Is^ippe^w 
wysfevieusly. TUeve-Pove, 1 U*nve only 
bee*\ <*ble Fo compile <* p*ivFi*il 
recovA ov\ enemies. 




^kELEToN^-—Weve sol^iev-s in 

Z,*\kelbu*'s <*ymy ov\e 
6voups U<*ve bee^ 

-Fe<^ v*ecev\fly v\e<*v Cop<n*\. 

SPIRITS OF CHMC—'Weve 

Followers o-P CU<*<*c—FUe 
o\y<*v\ Go<A o£ W<*v <av\A 

\cvi-Pice. IF is s <*\A FU<*F Fkese 
iviFs U*\ve sFvov\<^ coi*\v*\<?w\<A 
oF five. 


J/\<SMR—TUis sleek, 
powev-Pul ^vv\lvAA^n.l w^s <* 

■P<*vo/tFe peF oF Z.<*keli\<7\ 

$e*veA cas Uis pe^sov\<*l 
bo*Aygu<*v<A. Recev\F 
sigUFiv\gs \y\cWAe FUe ^ewby jungles. 
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HAWk ^—'Served <*s vuessengevs £ov 
Z.^kelu** ^uving Fiuves oF w^v} U<*ve 
been spoFFe^A in "TiV^vl <nn<A we^is 
ne*iv u><*Fev. 


6 ^ RGoyiE^—According Fo legend, i*unny 
o*P FUe ^incienF H<ny<nn ruins gu<nrMe<A 
by sFone gargoyles FU<*F covue Fo U-Pe 
iwl^ev\ ^ppvod>\cbe<A. 


^NAkE^—fovoriFes o-P Z.<nWelu*v. These 
cve<*Fures covuwon FhrougUouF K^y^v\ 
)<?\n<As <nn<^ c<nn be vevy <^<nngerOUS. 


V/\PoR 6 Ho^T—ReporFe^ly *i 
pro<AucF o-P ZaVeWa's sorcey y— 
cve<*Fe<A Fo u/*nr<A o-P-P anyone 
who U*\s sighFs ov\ Fhe losF 
Pve<*SUre oF iMx^ncFun. 


There h<*ve *nlso been sighFings o-P Z.<*Uelu<*, 
Fhough v\o one h*ns been ^nble Fo <AocuvuenF his 
<*ppe<*r<*nce. ^ovue Mtf\ye*ns believe Fh*nF 

Z.<nkelu*\ hivnsel-P, using <*ncienF M<*y**n 
sorcery, uiel^s conFvol over Fhe cve^Fuves 
Fh<*F inh^biF Fhe M<*y*nn Empire. 
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THE !LQ$T CIVILIZATION 


D<*y 12— A Lost- CiviUi*iHov\ 

During v*\y sfu^ies 1 ^tscov€ve^ fU^f fUe 
M<*y**n civilii^vHon flourished fhroughouf 
u/U<?\f Is now Kexice ^\nd Cenfv<?vl A^eri 
-Por nearly -Pour-fhous^nd ye^vs. Iv\ sovne 
^re^S, M*ny*nv\ culfure l**Sfed Uhftl fUe 
ewly ISQO^S/ buf m^ny of fke proiuinenf 
ctHes disappeared by At). ^ 00 . 


^IfhougU w<*ny H<*y<nv\ sifes U<*ve been 
discovered, Uffle is known of fUe d<ny- 
fo-d^y ^cfiviHes of fUe K<*y<*n people. 
WU«*f is known, is fh<*f fhey builf el<*bo- 
r<*fe cifies <*nd fe^ples wifUouf <nid 
frow fUe wheel, v*\ef^0 fools or ^iniw^ils. 

Theirs w<nS civiliz.<?vfiov\ full of 

t wysfery tAKtk 1*0131 c. Long h<*S 
fhere been f^vlk of ghosfs 
<*nd evil spivifs ro^iwving 
fhrough fhe ruined cifies 
<*nd foresfs o-P fhe losf 
M<*y<*n Empire. If is fVvis 

civiliz.<nfion o-P wvysfery <*nd 
i*\*ngic fh«*f I long f0 explore. 
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MAYAN LANDS 


( 



D<*y 13 — K^y<?\v\ 

Htnvry Jv. I U<*V6 fv*nvele<A -Pov 
A<xy s lv\ se<*vcU O-P fke losf W€<?vSlAV€. 
A)fUougU if's bee* <* lo*g dn*<A fougU 
expe<Aifio*, if is -Pw -Pvov* ovev. TUe 
vo<n<A *nUe^<A is £ul) o-P <A<**gev. 


f^Ri. JUNGLE oF CEI 3 A—/\h 

*wiochV £?\vi^ wysfevioiAS 

si*ce fUe HFr Bfl* 
1400's. D<**gev WVs 
■PvCWM evevy si<Ae CV\ fUis w 
^<nz.e-LLe p<*fU. ^Uoul^A BF 
be <*b)e fo use suv- 
vouv\<Aiv\g ele*Ae*fs fo *<*vig<*fe. 


XIEAL&A FALLS-N^e<A ^ J 

<*-Pfev fUe <Aev*\o*s " > / 3 iJ i/f 

believed fo exisf Tgpy* 

fUvougUouf fUe 
i ^ '& K*ny<** re^vW Only fUe 

sWllIfu) CWi fv<*vel fUis 
Zc ^ <A<**gevous p<*fU iwifUouf 
plu«Mi*eftv\g iv\fo fUe v*igi*g 
w<*fev below. Musf be 
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TAZAKUL MlNES-Losf ^ If V • 
•Por ce^t-uvies, VUis series 
o£ We^cUevous cwevns 
is beUeve<A fo be iv\U<*bife<A by Ae<*A)y 

H rwj cve^vfuves *i*v<A -Pilled u/ifU 
HJH U^Z.<?\V^0US harriers. Ccul^A 
possibly use ^b^r^o^e^ 
vuiv\e CW <*S W<*v\SpOrf^Hov\. 


LOST CITY OF CoPAN—- 

Uoc^fe^A iv\ fUe hewf o£ 

fUe <?\v\ciev\f tt^y*>\v\ E^pive, fUis 2000* 
ye^v-ol<A, Aec<* yiv\g e*feviov is lo*vAe<A 
jbwaujj.u ^ jiF a <Ae^ly W^ps 

KSh^HI * lVv< ^ ^e^liev 

ev\ev^ies. ' H 


TEMPLE—No ovve wbo U^vs 
ev\feve<A fUis vuysfevious 

)<*bymfU U<*s ever reh\rv\eA. 
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Dmy |4—Tt\e A^veuFure Continues 


?lnou)4 Hmrry Jr. mnM I mcfumlly survive 
fine journey flnrougln fine known Mmymn 
ferrifory, we will nee.^ mil of our reunminlng 
luck fo continue fine expe4ifion. A long 
rom4 mwmlfs US. 


LAkAMUL rain Forest 
YAXCHIIAN LA 600 N 
BALANkANCWE MINE 
TlkAL RUINS 
TlkAL TEMPLE 


P.H. 




Bonus worlds hidden throughout the game could yield you 
great rewards if you’re skilled enough to find them. 

Loltun Secret Vault 

You will enter a room with three 
levers, labeled A, B and C, on a 
wall. Directly above each lever is a 
light. These lights flash in random 
order, creating a pattern. Repeat 
this pattern by pressing A, B and 

C buttons on your Controller. If you successfully repeat all of 
the patterns, the vault will open and you will be rewarded! 



A Trip Back 

A magical time warp, created by 
the evil Zakelua, is hidden some¬ 
where in the game. This warp will 
transport Harry Jr. back to a primi¬ 
tive time... a time that may bring 
back a few memories. The rules 
are simple, you have 20 minutes to collect all goodies...or 
else. Here’s a hint—watch out for the scorpions! 
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• Collect as many Treasure Pieces as you can. Every fifty 
points earns you a Continue. 

• Use the Super Shot to help defeat deadly enemies or 
blast through nasty web blockades. 

• Try to be downhill from your enemies when fighting. 

• Be sure to use Mayan Artifacts and Weapons wisely. 
These Mayan goods work for only a limited amount of 
time and/or number of uses. 

• Remember to grab the Mayan Boomerang after each use 
or it will disappear. 

• Try using abandoned mine cars or other items as 
platforms. 

• You can do more than just stand on top of tree stumps. 

• Don’t be afraid to explore—you may find hidden surprises. 

• Keep moving when you're above the jumping crocodiles. 
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256 Color Art Conversion 

Art Director: 

Danny Matson 

Animation Rendering: 

Karen Johnson Productions 

Producer 
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Denise Roberts McKee 



Art Directors: 

Pixel Retouch Artists: 


Background Art Conversion: 
Project Manager: 
Sub-Manager: 

Artists: 


Original Animation: 

Original Music/Sound Effects: 
Special Thanks To: 


Karen Johnson 
Mary Kay Omelina 
Lance Dobersek 
Paul E. Nunn 
Mary Kay Omelina 
Cygnus Multimedia 
Ruth Stahnke 
Tylor Lybbert 
Paul Bangerter 
Kari Christensen 
Carson Davidson 
Matt Davis 
Mary Gurr 
Sterling Hirsch 
Kathleen Lowe 
Murphy Michaels 
Eric Nunamaker 
Jason Pnce 
Brad Swindlehurst 
Alan Tew 
Ryan Wood 
Kroyer Films 
Soundelux Media Labs 
The Atan 2600 
David Crane 
Mary Eubank 
Martin Hooley 
Robert Kotick 
The Mayan Civilization 
Snoopy the Hamster 


warranty 

Atari warrants to the original purchaser this product to be free from defects in material and workmanship under nor¬ 
mal authorued use for a warranty period of ninety (90) days from the date of purchase as evidenced by your receipt 
Atan will replace the defective software free of charge After the expiration of the warranty period, you assume the 
entire cost of all necessary servicing, repair or correction. 

The warranty is null and void if the cartridge has been opened and/or any parts were removed or if software or any 
accessories other than those authorized by Atari are used in connection with this product Warranty does not cover 
accidental or intended damage or neglect if the product displays a fault within the warranty period, the user should 
return it to hts place of purchase, which will follow the required procedure to obtain a replacement 

In no event shall Atari be liable for consequential or incidental damages resulting from the breach of any express or 
implied warranties Some states do not allow limitations on how long an Implied warranty lasts or exclusion of conse¬ 
quential or incidental damages, so the above limitation or exclusion may not apply to you 
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